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TITLE OF THE INVENTION 
DICTIONARY DAZZLE 

CROSS REFERENCE TO RELATED APPLICATIONS 

n/a 

BACKGROUND OF THE INVENTION 
The invention is equipment used to play a sports game. The game is entitled Dictionary Dazzle 
nicknamed Dazzle. The field of endeavor to which Dazzle pertains are the contact and semi- 
contact sporting arenas. Sporting events have evolved along with man's evolutionary process 
and helped to play a vital part in the developing, as well as the maintaining of newly acquired 
physical and social knowledge. Although sporting events no longer flourish with the use of 
weapons, athletics still apply themselves daily, to be the best through mastery of the games and 
by breaking records. 

Today the more popular sporting events named baseball, hockey, basketball, football, rugby 
and soccer are found in the contact and semi-contact field of sports. In each of the areas their 
focal piece of equipment used for playing the sport is usually called a ball. Dazzle a contact or 
semi-contact sporting game does not utilize a traditional inflatable, hard core or semi hard core 
type ball that's found in the aforementioned events. Dazzle's novelty is in the fact that it is a 
contact sport that is played without a projectile. The sport is played from a stationary piece of 
equipment which inmates action just as exciting as you'll find in other contact or semi contact 
sports. Uniquely the equipment's main section which provides a means for the anchoring 
mechanism, is made from very flimsy materials. Padded linen cloth or even form rubber is 
adequate. The main section is that portion of the mound which players inadvertently collide with 
diiring play. It is anchored to a standpipe called the upright or when the standpipe is omitted, is 
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aocboted tough simply extending >ke flimsy material and is fastened to^ flap(!) ^ 
the matenal tennis. Baca* „* ^ ^ Ues „ , p „^ ft ^ ft ^^.^ 
be reached ,nto by the ptayer, seeking , chara! e to l(llmcn «, ^ ^ <fcvjce ^ ^ 
section that is made up mostly of flimsy material is more than sturdy enough to withstand 
playeis banging up against it as they straggle to move the impel able called a horizontal 
auul^.lopttanH.undAnd.hmistte^^ 
horizontal and move it a full revolution.. 

This sport has never bee. played before. A projectile like object is nonnafly used to spur 
player, to action, but is no ionger required for ejtcinngi stiftcompajlim to ^ ^ ^ 
pl^vre^impeJtheh^^^^^.^^^^^^ 

do so cteales an munenseamoumofcontact between the players. This new spirit of competition 
that is played I have t«med an impelled stationary Device Action Game or ISDAG The 
tovelty of this invention fa in the equipment jm mentioned Mvreflutl* plan* surface it fa 
played on, that is different than other contact and semi-contact games. 

I" modem sports. Dazzle fa similar to football if played outdoor. But unlike anythingyoo have 
ever seen before, fa ,B nutthod of scoring When played outside, points are given uptm the 
completion of. series of rteps A>B>C and after Cthenyou can score. Interesting ctmcep, 
woukhftyousay. AsImentfonedeari,er.mou J Klfame 1 ,^^ on f ocllS(!smin> 
contest of fctzzle. The horizotttitl atop the mound heNev. « or not ignite, the action, aa if it . 
abaU. And rt gets more interesting In football, its competitive action takes place when an 

attempt fa made m nu,ve u« f^thall to.anfa an opponent's end zone; in soccer, the competitive 
actK»«^p ta cewhe 0a n. tttmp( i smad e toMvefe ^ Mto ^ M ^ m , . 

tuaerftab^tab^itecomi^ 
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i an 



tlfTL Uv^-wa^uis uic iiniHTivp mat ha« w« «. j COmpCtltlVC 



sports action has been found in projectiles and balls. In football, me translocation of a ball 
erossing the goal line to produce a score defines me action; in basketball, the translocation of a 
baU passim through a hoop also defines the action; and the same is true for soccer. Our games 
havegiven us balls for fun and excitement Dazzle is a change from that routine. Like for 
instance one that does not have its objectives nestled in the translocation of a ball 
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Since their incision in the field of nan combat competition, competitive games have been 
generally played outdoors, except for basketball and hockey. Of which hockey uses a puck 
instead of ball. But the objective to which they have been played has never been changed ft has 
remamed just the science of the translocation of an object, for the expressed object purpose 
that has found scoring, being done by a projectile. But the tenet of Dazzle is different. First, in 
focal equipment translocation and Second, through scoring. In Dazzle the projectile is not a ball 
given a projected path when launched by the player, but a movable device, when impelled will 
follow, a predetermined path after launch. And then its motion is always circular. But rest 
assured, scoring is not as simple as the translocation of an object or moving a ball from Point A 
to Point B. Even more interesting is the number of formats available for playing ISDAGs In the 
original formatdiscussedhere in this appucation, scoring ^ 
the horizontal at least one revolution around the mound B occurs; B> player has won the 
Privilege of attempting to run way op the field and if without being knocked down or held they 
roach the connecting zone, the player then request the official to add additional weight to a Bar 
they will attempt to imm order to inci^ 

player reach the connecting zone, the player then must run from the connecting zone pass the 
follow through into the safe zone. If successful, only then is that player allowed an opportunity 
to uft the Bar. It must be in one continuous flick of their wrist with their aim extended. If they 
stu^mentheirte^^ ^ 
on the mound where the horizontal stopped, for each particle of weight, they successfully lifted 
However, once any weight is placed upon the Bar. it stays there unless special conditions, due 
occur, interesting? YeM would say its very interesting. Dazzle makes for a most exciting 
contest but yet, Otherwise the traditional teachings which have given grace to athletic 
competition are very much still fundamental. In short, the mound is a fresh new idea in an old 
worid of contact and semi-contact athletic competition, which has its objective in wrist snaps. 

BRIEF SUMMARY OF THE INVENTION 
The invention is specially designed equipment call the mound nicknamed a portable form that 
uses a device on it called the horizontal which all the rest of the portable form is specially 
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designed to ensure safe movement of that horizontal, in an athletic contest entitled, Dictionary 
Dazzle. The portable form measures approximately fifty-four and three-quarter inches in height 
by thirty six-inches at its longest width point and is eight sided Atop the invention is the 
horizontal connected via of a bore through on an axis rising through a flat surface. The 
horizontal rest upon a glide washer and has a cap covermg its ftstener.Tliis surface gives the 
portable form its eight dimension sidedness and measures approximately twenty-one and one 
half inches (2 1 •/,") by twenty four inches (24") and is approximately eight inches (8") in depth. 
Within the surface are mounts where below attaches a steel cylinder or shaft to its center. The 
surface rest upon an upright and conventional padding already available is not a part of the 
invention, but can be placed around the upright for players protection if the alternate design of 
extended flimsy material is not used.. 

The game combines various formats of team play together with wordplay, mathematics and 
preselected categories of academic questions (which are optional and not discussed in this 
application, but can be found in a separate accompanying Appendix sent with this application), 
to create a very unique experience for players whether it be during the contact competitive form 
of play or the semi contact form of play. The object of the game is for the players to attempt to 
propelling the pointer called a horizontal, one full revolution to result in a score, while being 
bumped, held or knocked down by defenders in one format or for the players to attempt to 
propelling the horizontal one full revolution for an opportunity to run up the field into the safe 
zone, for a chance to attempt a lift of the Dazzle Bar for a score, in another format The game 
requires endurance, speed and a high level of coordination for a player to maneuver their way 
into the horizontal. Once there as defenders attempt to hold the horizontal, bump and hold that 
contestant and attempt to knock them down, as the contestant attempts to propel the horizontal, a 
great deal of accomplishment can be derived by any player crafty enough, to succeed in this act, 
if their turn is counted as being good, by the officials. 

Dazzle is played on a unique rectangular playing surface measuring 62 feet by 42 feet for 
indoor competition, with and inner and outer circle about mid court, or on a 1 10 yards by 45 
yards rectangular playing surface when played outdoors, with the inner and outer circle toward 
the end of the field, away from the Connecting Zone, the Follow through and the Safe Zone 
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containing the Lifting Pad Because the game has contact as a main component, players use arm 
pads and knee pads for protection. The game is played in two halves with five players on a 
squad. Prior to starting a half players, line up staggered around the outer circle, to await the 
official's spin of the horizontal This is the signal to start play. The team which will start on 
offense is decided before the game through a coin or die toss. Other features, characteristics and 
novelty of the invention will become apparent as you read through the following Detailed 
Description of the Intention, when taken in conjunction with the Detailed Description of the 
Drawings. 

BRIEF DESCRIPTION OF THE SEVERAL VIEWS OF THE DRAWINGS 
Fig* 1 is a perspective drawing of the anchoring mechanism. 
Fig. 1 - A is a perspective drawing of the anchoring mechanism supporting the upright 
Fig. 2 is a perspective drawing of the main section of a mound, the anchoring screw and the 
upright along with its anchoring mechanism. 

Fig. 2 - A is a perspective drawing of a cutout section showing how plies are arranged 
to form a main section and the attaching flange. 

Fig2 - B is a perspective drawing of an alternative design to support the main section and 
anchor the mound The upright and anchoring mechanism seen in Fig 1 - A are no longer 
used in this alternative design. 

Fig 2 - C is a perspective partial drawing of the alternative design shown in Fig. 2 - B, but it is 
composed of two different sections to make the anchoring and support system sturdier. 
Fig. 3 is perspective drawing of the glide washer a horizontal rides on, the horizontal, the 
retaining nut which anchors the horizontal to that shaft extends through the mound, the 
absorbent cap over the retaining nut and the screws which holds the cap in place. 
Fig. 4 is a perspective drawing of the outdoor Dazzle field. 

Fig 5 is a perspective drawing of the Dazzle Bar, a weight tiffing device needed in scoring. 
Fig. 6 is a perspective drawing of die indoor Dazzle court 

[Diagram 1 is a picture takenjof the main section of a mound showing the protruding shaft 
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jgg^SgS^ 11,0 P™^ 16 takb otters). 
[Diagram 3 is the picturdof an upright along with the anchoring mechanism. 
LPjtyfen 4 » me pciurejor tne horizontal, the glide washer, an absorbent cap covering 



the retaining nut and the anchoring screw. 
IWagram^isaiMctiiretaKenjofthetop of the mound showing instructions below the 
horizontal used in conjunction with the Dazzle bar and scoring.. 

DETAILED DESCRIPTION OF THE INVENTION 
Figs. 4 illustrates the outside Dazzle playing area and Fig. 6 illustrates the indoor playing court 

81006 ^ tP ^S^ggj°^Pgy m ™ COttrt ** "P outdoors. On an outdoor field 
its design mcfudes a tiua Afrg area % which extends for both the majority of the length and 
width of the field Other components of the field who's use will become evident later in this 
applicaUon are the qualifying area 61, the penalty areas 51 & 60 with microphones 52 and 59, a 
connecting zone 48, a follow through 47, a safe zone 46 containing a lifting pad 44, the outer 
circle 55, the inner circle 54, the dazzle mound 56 and the boundary lines 45, 57 and 58 
surrounding me field and its penalty areas. On an indoor court it'sdesign includes the main 
playing area 67 which extends for both the majority of the length and width of the court It's 
other components are penalty areas 73, 75 and 78, lifting pads 72 and 74, an outer circle 69, a 
inner circle 70, the dazzle mound 71 and microphone 75 suspended over the mound, and 
boarder line 68 which surrounds the court and its penalty areas and if a portable court, Canvex 
surface 79, which is of one piece construction 85 feet by 54 feet in diameter, of which the lines 
ofa court are drawn. 

Indoor and outdoor facility designs vary from one another because, there is no running portion 
of the game associated with scoring when played indoors. Therefore the court is smaller and the 
mound is centralized. While a field measures 45 yards by 1 10 yards and playing courts measure 
62 feet by 42 feet, action is split between a mound and safe zone on a field's surface and most 
action takes place around the mound on the court. Although exact dimensions of the penalty 
areas are not critical, their size must be adequate enough to comfortably separate players 
taeurring an infraction safely away from the action of the game. Both games however use the 
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same mound despite variations within the measurements of the outer and inner circles housing 
the apparatus. Circles on a field measure 88 feet in diameter for the outer circle and 38 feet in 
diameter for the inner circle and circles on a court measure 35 feet in diameter for the outer 
circle and 24 feet in diameter for an inner circle. How the game is played I will now described. 

Teams consist of five playeis each. While as many as five teams may play against one another 
in a single contest outdoors, that number reduces down to a maximum number of three teams 
indoors. Each of the players wear protective gear in the form of aim and knee pads while only 
that player designated as the spinner utilizes a helmet. The games begin with the playeis lining 
up around the outer circle (Fig 4, item 55 if outdoors or Fig 6, item 69 if indoors) after a coin or 
die toss has determined the offensive order of the team Teams use staggered lines where no 
team's players may line up next to their own teammate(s). Teams remain in this formation until 
an official spins the horizontal atop the mound, Fig 4, represented by item 56 and Fig 6, 
represented by item 71 ( Fig 3 item 31 and shown in|5iagram 2] item 31) atop mound 56 and the 
game is on its way. Offensive players take their turn in a oiu^a^ged by the coach, and the 
order remains unchanged through the game, even during a substitution. The object of the game 
is for the offensive player designated as the spinner upon their rum, to make their way into the 
inner circle Fig 4. item 54 outdoors or Fig 6, item 70 indoors and spin the horizontal one full 
revolution. A period of forty seconds or other predetermined time period is allowed to do so and 
if the designated spinner fails to make an attempt, one of the team's chances is lost Each team 
receives two or a predetermined number of chances during the offensive turn to complete a spin 
and only the designated spinner and defense, have unrestricted access, into the inner circle. 
Offensive teammates can enter the inner circle for only brief periods to aid the spinner. The 
exact time cam be decided otherwise it is 3 seconds for indoors and 5 seconds outdoors, that an 
offensive teammate can remain in the inner circle. The penalty for staying too long results in a 
lost of one chance. Aid is generally given through bumping, tossing, holding and blocking the 
defensive opponents out of the designated spinners path. And the defense can do likewise in 
their efforts of stopping the spinner from completing a spin. 

During indoor contest, completed spins counts as one point and then the spinner is given an 
oppt*rtunity to score extra points by lifting weight they can have added to the dazzle bar, Fig 5, 
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but only if in accordance, with the instructions printed atop the mound See instructions shown 
injpiag^m j^^fo sp inner successfully lifts the weight that is added onto the bar, their side's 
score wifAr^tythe multiple of the instructions, times the weight, added to the bar Either 
way fail or succeed during after a point scoring attempts, this ends an offensive turn unless 
otherwise decided 

During outdoor contest, a completed spin will give the spinner five chances to run up the field 
and into the safe zone for a chance to score, if in accordance, with the instructions printed on 
the mound or the spinner can hand the run off to a teammate. After the completed spin, the 
offense lines up inside outer circle 55 Fig. 4, feeing the safe zone and the defense lines up feeing 
them on the outside of outer circle 55. The designated spinner is now the designated runner and 
with the aid of their teammates attempts to run up the field The defense through bumping, 
tossing, holding, blocking and tackling tries to make the runner's hand(s) touch the ground Each 
time this happens, the runner loses one of its chances to reach the connecting zone and run on 
into the safe zone afterwards, for the attempt to score. If the runner reaches the connecting zone, 
Fig 4, item 48, the runner is given an opportunity to have an official add weight to the bar, if in 
accordance with the instructions. The official takes whatever time necessary and adds the weight 
to the bar. Now if the runner make it pass the follow through and reach the safe zone before their 
chances have expired, the runner is given 1 5 seconds, to enter the lifting pad and hoist the bar. 
If tiie hoist is successful, the runner's team score will increase by the multiple expressed, in the 
instructions. 

Games are played in two 42 minute halves for adults and time is reduced for younger 
classifications of adults and children. Each team is given three time outs during each half. If a 
game ends in a tie, the tied teams will play five minute increments of sudden death until the tie 
is broken. When players commit serious infractions during a game, that player is sent to the 
penalties area for a play segment or removed from the game. Other infractions allow free spins 
and free lifts, a reduction in the numbers of chances left to score and being barred from the inner 
circle during segments, which are die amount of time a team has during their chances to score. 
Optional aspects of this game are the academics and qualifying portions. Qualifying involve 
selection and performance of athletic feats players perform prior to games that qualifies them to 
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play in the upcoming contest. Academics involve knowledge players must display before the 

microphones during the game when the pointer lands on a certain category, in order for mat 

player to remain in the contest. Challenges also can be made if a team thinks the information 

given is incorrect; More of thlvarious rules, penalties and official signals governing the contest 

accompany this application in a separate appendix. This information is separate of the 

application and presented only as a reference source for the examiner, by which they may 

further understand the outdoor game, in the event questions arise regarding its bounds. Now I 

will describe the mound shown in Figs 1 -|3 jand Diagrams 2 and 5 along with portions there of 

in Diagrams 1,3 and 4} fl-ryJ fc^res fr<*A^ ll alo*^ *o<ik pon/<c>»<. Sh/f af 

The mound or component assembly shown in Figs 1 -^land Diagrams 2 and 5 along with 
^ f-.fvr'ilfif^j'ff ** ot * m Wa 8 rams *» 3 and ^constitutes the catalysts as if it were a projectile and 
— - create a tremendous amount of competition, among persons, who engage in the act of 

attempting to impel the horizontal, that's attached, to the top of the mound. The mound can be 
made from various materials such as metal, vinyl, cloth, form rubber and cloth inserted rubber or 
in conjunction with these materials, along with trapped air. The simpler means of construction 
which omits the trapped air and uses layers of cloths or form, vinyl and/or cloth inserted rubber, 
instead is described below. With the use of Figs 1, 1-A, 2, 2-A, 2-B, 2-C and 3, how these 
materials come together and form a mound will become obvious to a person having ordinary 
skill in the art to which the said subject matter pertains. The description of the invention will 
now be given. 

1) Fig 1 is a plan view of the anchoring mechanism 2. It is a metal plate and pole 8, called an 
upright (Seejoiaeram J) Holes 1 to the topside and holes 5 to the bottom of the plate, allow 
bolting to the eaffi^omw structures. This bolting is what gives the upright and components 
that attach thereto, their stability. L braces 4 are weld to the plate or made in the bottom of plate 
2. There are there to securely fasten the upright to the plate. Through brace 4, which can be seen 
better in Fig 1-A andjpiagnun Sjare bores 3. They aline with holes 6 within the upright 
Anchoring bolt 9, also be&seen mFi 



TnFig 1-A andjbiagram 3] secures plate 2, to upright 8. 
Leveling strip 7, also made in the bottom of plate 2,7of evening the surface upright 8 rest upon, 
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is also present It is just a flat piece of a bar welded or made into the plate and it completes Fig 
1. 

2) Fig 1 -A shows an elevated view of the upright and anchoring mechan ism. From this view the 
bolt labeled 9 through brace 4 mat secures upright 8 to plate 2 are evident. To the top of the 
upright, there are two bores 10 that creates a passageway 16. Bores 10 are there to aline with 
passageway 25 in shaft 15, seen in Fig 2. The shaft, is attached within the main section, and 
when the shaft, is placed inside upright 8, passageway 25 of the shaft, and passageway 16 of the 
upright, aline with one another. That allows an anchoring screw to fasten the main section to the 
upright. 

3) Fig 2 is an elevated view of the main section that shows how a anchor screw 17, secures shaft 
15 to the upright Also in this view, five thick layers or plies of absorbent material 14, all 
identical, laid upon one another, can be seen. Between each plier, laid on its top and bottom, laid 
in the center, there is a cloth inserted discl2. This disc measures, a litde over two- third of each 
ply's, total area. In each disc, there are four holes 19. These holes, aline with each other, when 
all the plies are placed one on top the other. Disc 12, are glued to the center, of each ply, on both 
top and bottom. Then the first four plies are glued together, tf cloth is used, glue is stopped 
about an inch and one-half before the edges. Now through holes 19, of the first four plies 18, 
bolts 23, better seen in Fig. 2-A, go through bores 23 A, made into metal disc 26, of which shaft 
15 extends. These holes or bores 23 A, aline with the holes 19, containing bolts 23. Next lock 
nuts 24 are placed onto the bolts and this process securely fastens disc 26, to pliers 18. Through 
the center of each plier, cloth and metal disc also lie a bore 20. A bolt 13, approximately one- 
half inch in diameter is placed through these holes. But before this happens, the fifth and last 
ply, which is a solid disc 12 A, without any holes 19 or bore 20, twice the thickness, of all the 
other disc 12, is glued to the bottom, of this final ply. Then, the last ply is glued over the forth or 
top plies. Now boh 13, is placed through, bore 20. It can be seen, protruding up through, the 
main section, and terminating above The horizontal anchors to bolt 13. Now surface (11) made 
of 1/8", cloth inserted rubber, is going to be placed over the pliers, protruding bolt and metal 
plate. The shaft will be allowed to protrude, through the surfacing. Bolt 13 can be removed, to 
make a bore in surface 1 1, for the protrusion, of bolt 13 and put back after, surfacing has been 
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completed Injdiagram I] shaft 1 5 with anchoring bore 10 and protruding bolt 13 terminating 
above a main section are identified 

4) Fig. 2 - A is a plan view of the main section without the horizontal along with a cut out 
perspective drawing, of that portion of the plies 18, that house mental disc 26, with its attached 
shaft 15, held to disc 26 through weld IS A. Discl2 A, that is glued to the bottom of the fifth and 
last ply, is a barrier disc, there to prevent bolts 23, from working their way up through, the last 
ply. Bore 20, the passageway through the center of metal disc 26, pliers 18 and disc 12, for bolt 
13, a fastening means for the horizontal, seen in the arrangement, shown in Fig. 2 -A, help make 
it fairly obvious, to those skilled in the art, to which the invention pertains, how bolts 23, canf] 
fasten metal disc 26, to pliers 18, through holes 19, of disc 12. 

5) Fig 2 - B is a perspective drawing showing an alternative method of composing a mound's 
anchoring mechanism, the portion below the main section. This method omits shaft IS and 
upright 8 along with, anchoring plate 2. Anchoring now is done through an attachment, made of 
form rubber, glued to the bottom, of pliers 18. This attachment, is made from, one solid piece of 
form rubber. It extends pliers 1 8, sides down below, the playing surface 18 A, where the mound, 
is fastened, through the flap(s) 1 1 A. This alternate means, for anchoring a mound, added below 
the main section, is glued onto, and into plies 18, through the extrusions 14 A, that fit into 
intrusions, made in the pliers 1 8, called interlocks. Surfacing 1 1 , now extends, around the entire 
mound At the bottom, of the surfacing, four inches (4 ff ) up, all the way around the structure, is a 
strip, 11 A, and it terminates, in flap(s) 1 1 D. Strip 1 1 A, attaches to the mound, through stitches 
1 1 B, and glue, that is placed, on both the surfacing 1 1 , and the strip. Made through flap 1 1 -A, 
are reinforced holes 1 1 C, which allow the mound, to be fastened, below a playing surface, of a 
field ami covered over with earth or false panels, if a playing court. Additional height is also 
added to the mound, to compensate the portion extended below die surface, for anchoring, 
accomplished through holes 1 1 C, in flap(s) 1 1 A, below playing surfaces. 

6} Fig 2 - C, is a partial perspective drawing, showing a stronger, design variation, of the portion 
below the main section, shown in Fig 2 - B. This design shows, two separate sections 18 A and 
18 B, made of form rubber. Section 1 8 A, is the original portion of extension, shown in Fig. 2 - 
B, that ties into pliers 1 8, and extends below the main section. What remains now, is a fourteen 
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(14") square of the form robber, with surfacing 12 A. The surfacing 12 A, is made of 1/4" cloth 
inserted rubber, or other form of sturdy, yet flexible material. It extends all around section 18 A. 
The other section 8 B, now added, completes the lower portion below the main section. 1 8 8 
also has surfacing, of 1/4" cloth inserted rubber, or other form of sturdy, yet flexible material. 
Sections 18 B, fits over section 18 A, and the two sections are glued together. Then both 
sections, 18 A and B, are glued into and onto the pliers 18 via the extrusions, atop 18 B, that 
lines up with, the intrusions contained, within the pliers 18, called the interlocks 14 A Then 
surfacing 1 1, made of 1/8" cloth inserted robber, is placed over the entire structure This design 
is used if greater durability and strength are needed in the design of a mound when upright 8 
and anchoring mechanism plate 2 ate omitted. 

7) Fig 3 shows the last parts, and their arrangement, that completes, a mound. To the bottom is 
glide washer 34, containing grove 33. Within grove 33, are. ball bearings 35. The ball bearings, 
which are greased, make it easier for the horizontal 31, to ride over, glide washer 34, on 
through, its predetermined path, when impelled. Made into the glide washer 34, is bore 32, 
which allows bolt 13, to traverse glide washer 34 and horizontal 31, through bore 29. Within 
bore 29, of the horizontal, is tube 41. It protects the horizontal 31, against wear. Also made into 
horizontal 31, are bores, these bores contain threaded inserts 36. A metal washer 42, and lock 
nut 28, hold the horizontal in place. A carter pin, is inserted into, slot 22 A, made into the lock 
nut Slot 22 A, will aline with slot 22, in bolt 13, seen in Fig. 2 -A. The carter pin will stop, the 
lock nut 28, fiom backing off of, bolt 13. Finally a rubber cover cap 38, is fitted over nut 28, via 
recess 37. Cap 38, is then firmly secured to the horizontal 31, through threaded inserts 36 and 
screws 36 A Quick setting gel or robber plugs, are placed over screws 36 A, which are counter 
sunk, into the top, of cover cap 38. 

Cushion shown wjoiagrams 2 andjare not claimed as part of the invention and therefore 
have not been presented Conventional padding means already exist and can be adapted to 
protect, upright 8, holding the component assembly or mound An example of such padding is 
presented by Doyle in patent 3,104,875. However, due to alternate designs disclosed within the 
application, Doyle has become unimportant or moot This is due to processes not being patent 
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able, along with common structures and materials, which have become state of the art, other 
inventors, other than the originators of those structures and materials, are allowed to have the 
luxury, of being able to fteely use those state of the art, ideas. Nor is a cover presented, or in 
fact even a necessary item, to the invention and game, for any instructions that are required, can 
be printed, upon surfacing 1 1, of the main section, or printed on a separate surfacing, and then 
glued onto the top, of the invention. 

The Dazzle Bar seen in Fig 5 can be constructed from various materials ranging from 
reinforced plastic to stone with the use of a mole. In some constructions the eyelets holes seen in 
the Figure 5 Labeled U 62 may have to be placed within the extending rod after the bar has been 
made. These holes allow weights to be secured by a pin or clip. 

OTHER EMBODIMENTS AND VARIATIONS 
A portable form can be suspended down from a ceiling or other suitable structures for forming 
other athletic contest A alternate method for constructing a mound is one which the shaft, an 
upright and anchoring plate are deleted See Figs 2 Band 2 C. This method is one that utilizes a 
single piece of form or two sections of form or other type of rubbers) and are further lined with 
cloth inserted ruber or other sturdy material which acts as a securing structure. The two section 
system provides a much greater anchoring system for the mound The game of Dazzle can also 
be played in other arenas other than on an outdoor field or an indoor court. There is no limit to 
the surfaces on which foe game can be played Contest can be held in the water or on the ice. In 
addition to other locations suited for playing the sport, feet may also be used as the instrument of 
impelling horizontal 31 instead of one's hand when playing foe contest 

Dazzle being a totally new idea in sports, no patents were available for comparison. The best 
mode of making and carrying out, the making and the using of my invention are: 

1) by jobbing out the malting of parts necessary to build mounds and then assembling those 
pieces at a central location and 

2) .the best way to initiate the using of this invention can be accomplished through hosting 
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exhibitions to show how the game is played on public parks and academic campuses. 



DRAWINGS 



Drawings are clipped to the application. 
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CLAIMS 

1) A field or court for playing a game, Dictionary Dazzle or Dazzle comprising: 
a planar playing surface; 

a single line completely surrounding said planar playing surface which includes a qualifying and 
or penalty area, a lifting pad area, a outer circle, and a inner circle containing a mound within 
the center anchor able to said playing surface. 

2) A field or court for playing a game, Dictionary Dazzle or Dazzle comprising: 
a planar playing surface; 

a single line completely surrounding said planar playing surface including said qualifying and or 
penalty area, said lifting pad area, said outer circle, containing said inner circle, containing said 
mound capable of being anchor within the center of said inner circle and capable of being 
completely detachable from said inner circle and said mound is comprised from a plate anchor 
able to said field or court and said plate supports an upright anchor able to said plate and said 
upright supports a main section anchor able to said upright and said main section contains a 
shaft anchor able to said upright and said shaft contains a means of anchoring a horizontal and 
said horizontal means of anchoring contains a cap attachable to said horizontal to cover said 
anchoring means. * 

3) The field or court in accordance with claim 2 whereas said mound contains a main section 
and said main section is a composition of pliers and disc and said pliers and said disc express 
purpose is as an anchoring means for a metal disc plate fastened to the first four pliers and said 
metal disc plate houses an attachment means for a horizontal and said horizontal is propel able 
and said propel able horizontal further in accordance with claim 2 functions to create the main 
course of action necessary for a game, Dictionary Dazzle, or Dazzle. 

4) A field in accordance with claim 3 further including, a connecting zone, a follow through and 
a safe zone and mound, whereas said mound's optional construction includes a main section and 
said main section composition includes a single section or two separate sections attached to said 
main section without an upright and said mound creates a field of sports science of the impelled 
stationary device whereas said impelled stationary device creates the catalyst for a game and 
said type of game is termed an Impelled Stationary Device Action Game or ISDAG.. 
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Fig 2-A 
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Fig 2-B 
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Fig 6 
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DECLARATION 



I Daniel Hazelton, believe myself to be the original and first to invent the sport of Dictionary 
Dazzle or Die Dazzle, kick named Dazzle and the portable form, disclosed in DISCLOSURE 
DOCUMENT NO. 480001 and further described in the foregoing Patent Application 
Specification. I reside at 55 Nunan Street in the City of Charleston, South Carolina, and am a 
citizen of the United States of America My mailing address is 55 Nunan Street, also in the City 
of Charleston, South Carolina. I have reviewed and understand the contents of the enclosed 
specification, including claims, and I am aware of my duty to disclose to the United State Patent 
& Trademark Office all information known by myself to be material to patent ability as defined 
in Section 37 CFR 1.56, Duty to disclose information material to patent ability. 

I hereby declare that all statements made herein of my own knowledge 
are true and that all statements made on information and belief are 
believed to be true; and further that these statement were made with 
the knowledge that willful false statements and the like so made are 
punishable by fine or imprisonment, or both, under section 1001 of 
Title 1 8 of the United States Code, and that such willful false 
statements may jeopardize the validity of the application, any patent 
issuing thereon, or any patent to which this verified statement is 
directed 

Name: Daniel H. Hazelton 
55 Nunan Street 
Charleston. SC 29403 
Telephone: 843-723-3880 

... ///'•-... ff' 
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Sign: 
Date: 



APPENDIX 



It's better than ftin . Its Dazzle 

Copyright 2000 D. HAZELTON 

Dictionary Dazzle or Dazzle is a new sports game. It can be played in 
many different forms. Dazzle combines athletic competition with a touch of 
word play to make an interesting and challenging event. Dazzle Is different, 
one way is because as you grow older Dazzle offers different aspects of play, 
to keep you entertained. Dazzle can be played in the spirit of team 
competition or as an individual contestant sport. Dazzle is simple to learn and 
easy to play, but more importantly, it gives players a fun and easy way to 
enrich their word power skills, as well as mathematics. If you like different 
use Dictionary Dazzle, its en athletic contest In which some contestants may 
try, getting away, with the use of a pun. 

Fins Prints nf the Gam 
Dazzle can be played as a contact or a non-contact sport, also solitarily. 
Like most sports there are a number of various degrees present, when 
measuring the difficulties that's involved with mastering this game. But like 
most sports, only a fundamental level of skills are required to play the sport. 
However Dazzle offers different skill levels of play. For Instance, If you are 
playing this game as a contact sport, you have to display a higher level of 
performance to play it, then if you are playing tins game as a non-contact 
sport. It also is true if you are playing the first fundamental stage in the 
levels of Dazzle play, (Kiddy Dazzle) the level of your expertise would not 
need to be as great, then if you were playing in the last level of play (Super 
Dazzle). But no matter the level of play, there is a constant which exist for 
ell levels of Dazzle. It is referred to as the Dazzla ****** end it is the center 
of an fundamental play in the game of Dazzle. The board has eight 
directional points and each point has an order of play especially designed just 
for that particular point printed on the face, of the Dazzle Board. In the 
center there Ilea a pointer. The pointer is what contestants power around the 
board. If the game Is contact, it is a struggle pitting each team's player 
against the other, striving to get it within their grasp and if they get e 
chance to touch it, strive to make her spin, at least one revolution. Ah its 
great, you ought to see them fight to power her for control, as each man 
zealously tries to stop the other. However if the game is not Contact Dazzle, 
then players compete in a far less competitive fashion, for a victory on the 
field. 

Basically there are three competitive ways and one way of Solitaire to play 
the game of Dazzle that can be played indoors or out of doors. They are: 

1. playing with the Dazzle Board only competitively - (two forms) 

A. Contact Dazzle, Straight Scoring with the board only and 

B. Non Contact Dazzle; (no levels of competition used for both forms); 

2. playing with the Dazzle Board and the Dazzle Bar - (two forms) 

A. Contact Dazzle end 

B. Hon Contact Dazzle, (in both areas the four levels of competition are 
used); 

3. playing with the Dazzle Board, the Dazzle Bar and a Dazzle Mate (the four 
levels of competition are use but the game is not discussed in this manual. 

4. playing with the Dazzle Board Solitarily only. 



Instructions found on the Dazzle Board and an explanation of these 
Instructions are: 

1. Free Spin (0 points) - contestant must spin again, unless when using a 
ciocx time expires. 

2. Take a guess (12 points) - players guess the weight they can lift. If 
successful 12 points are awarded. 

3 pcto^ere awarded 3 8 pound) " £or evtry pouad the player lifts, 3 
bar*** andUfUt* 0 ***** " ***** mu8t add additional ounces on the 

5. (OPTIONAL PLAY - DEAD SPIN WHEN NOT USED) Ante-up Again (0 
points) - player must re qualify to remain In the contest by putting up 

the stipulated ante once again. * " 

6. (OPTIONAL PLAY - DEAD SPIN WHEN NOT USED) Start Over (0 points) - 
Player must lift qualifying weight again to remain In the contest. 

ttat a isttSd (4 POtata 8 ounce) " 4 ***** swarded for every ounce 

JLi Subtract s weight (1 point : « ounce) - for every ounce that can be 
removed from the Dazzle bar, 1 point Is awarded. 
*2WTE: If playing Contact Dazzle - Straight Scoring with the board only, 
(Prom Here On Referred to as Straight Scoring) Just the pointer determines 
scoring plays and not the instructions on the Dazzle Board In conjunction 
with the Dazzle Bar. Also If the black tip of the dazzle pointer land wTone of 
aflforml ^Dazzle?" hiBtluctiaaB *• board ' *• •P* blcames tovaM to 

[(OPTIONAL PLAY) All who went to play Dazzle must pey an ante. The 
*?* c * n J b l wo f d ***** athleticism, play money, almost anything, even tooth 
picks 11 'desired. A preeslected period of time called an Antetoterval ie 
picked for as a tone period that is used, for the completion of any athletic 
"Jf* 01 * P»y «vente. However all team competition must be played to 

Minimum Number of Events For the Corresponding 
Ante-Interval Time Limits 

itonala 



15 seconds — — 1 event must be word play 

30 seconds 2 events, 1 must be athletic 

45 seconds 2 svente, 2 must be word play 

1 minute 3 events, 2 must be word play 

75 seconds 3 events, 3 must be word play 

90 seconds — — 4 events, 3 must be word play 

105 seconds 4 events, 4 must be word play 

2 minutea — — 5 events, 4 must be word play 

In addition to paying the ante, If you want to play, players must also make 
what is called a qualifying lift using the Dazzle Bar , prtetoTStog thV 
ante. (OPTIONAL PLAY OVER)]]) ' 9 paying 108 

Now all weight that's place on the "Dazzle Bar" during the act of 
competition, must remain there, unless "Subtract a weight" le spun. 



Othaaadae wdoht camaa <rff «f » nazals ft*>r daring the g ama gagacdlflM * f 
whether the weight la assumed or real. 

Games g t started with the team captains meeting in the center of the field 
or gymnasia with th umpire. The umpire asks for someone to call It, oheads 
or tails. a If more than 2 (two) teams are playing the umpire uees a die or 
dies. If mors than ens captain picks the same number those captains must 
pick again. The umpire now will toss the die Into the air, catch it with one 
hand and flip it over Into the flat palm In the other hand. The team coming 
closest to what the die shows, has the choice of selecting play in the contest 
and taking to the offense or defense If applicable. Lower numbers always win 
If there is a tie In numerical distances between calls. *** Play tuiiu*tnn 

Indlldaa « *n «nts and mmHftHmi Hfta will hm mad or a hmm wiyhfr *Mth m 
anti and qualifying Wis or If flu contort la going to ha ifecalghi ■enrtngB.ee* 



Dazzle fields ere rectangular and measure 45 yards by 110 yards. The 
Qualifying and Re Qualifying Area located mid field, la 60 yards long 
(extends across the field) by 45 yards wide (extends down the field). To 
each end of the Qualifying Areas Is a Penalties Area, containing a 
microphone. At one end of the playing field la the Dazzle Board, that is 
within the inner circle end the Inner circle la centered, In another circle 
entitled the outer circle. To the other end of the playing field, rest the 
Dazzle Bar, In an area known, as the lifting ped. Inner circles measures 38 
foot serosa, while outer circles measure, 88 feet In diameter. Outer circles 
begin, 10 yards from the ploying field's boundary end Una. And the 
boundary aide lines ere, 23.5 feet away, from an outer circle. The outer 
circle extends down the field Into the Qualifying and Re Qualifying Area 
approximately 23.5 feet. To each end of the Qualifying and Re Qualifying 
Area are the Penalties Area. They measure 45 yards In width by 7.5 yards in 
length. All the way down the field where the Dazzle Bar la kept, la the 
connecting zone's boundary lines. The acne starts 19.5 yards, from the line, 
marking the end of the 45 yard width, of the Qualifying Area. Prior to 
reaching the lifting pad, you first encounter the connecting zone. Right after 
the connecting zone is the follow through. Together the both measure 8 
yards in length. Individually they measure 2 end 6 yards, respectively. Just 
after the follow through la the safe zone end it is 10 yards long. This is 
where the lifting pad le, which measures 8 feet by 8 feet and la centered, In 
the safe zone 1 yard, from the boundary end line. 

ifiar j B i 

Base weight - weight up to two pounds (2 lbs)die toss or coin flip winner 
selects that la placed on the bar before e game gets under way if an ante and 
qualifying weight is not used. 

Boundary end Une(e) - lines at both ends of the field that mark the outside 
of file playing area. 

Boundary aide line(e) - lines on both sides of the field that mark the outside 
of the area. 

Connecting zone - the hashed area of the field a runner must enter which 
starts the connection between the runner and the Dazzle Bar during any 
scoring attempt In the game of Dazzle. 

Defense - any team that le not In possession of the Dazzle segment clock. 
Designated receiver - e play r who a runner makes an exchange with for the 
purpose of taking over the run end lift opportunity. 



THE FIELD 



Designated runner - the person that has completed a anin 
Designated spinner - a format of DasslT that WtfL £SL . « 
jpinner to take their turn at splnn^theToteter *** 01 a « * « 
Enteance - the part of the field a player must use to enter the penalties 

ft^ - the part of the field a player must use to exit out of the penalties 

toner circle - a circle within the outer circle having the Dassle Board in its 

Jf25? < y?L - en 8 foot square area containing the Dassle Bar a ol&var w « 
paged of 15 seconds to complete s life once entering. * ***** 8 

Lifting pad - a mat or pad measuring 3 feet bv a iw n—i~ - , 
during a contest. 9 * 1681 3 fTOt «• Dassle Bar lays on 

Microphone - ate Inches on the outside of the nenaltv trM fh«~> *. . 

Mutt, «. bountey U» - to. <»tor hn. tort ask. to. ootoid. of to. 
Pointer - the portion of the Dassle Board nfevara «n« n 

•Snpt to rS?*L^^lif22S2i • JP5 mj to now th. porwn that wffl 
down, and n!L r*5J?Jr" 5"* na t * n:to9 CMr » of 4.5 mlautea or 5 

The attempt - a team'e effort to score. 
Umpire - the head official in a Dassle game. 

Playing Rules are es follows: 

SaWo?c?Ste2 " Sore Dassle Bar, to take weight off of the 

^^mSSJSS^ Sff^H.f? 1 will top the action and the 
st^t^ortoT^ ttW,Pt W ^ acknowl8d ^ Po^ta if the contest 

n>a»r for up to thirty rtcond. «-i*?5WiS8^«55 J3 



SftM£~ — • *- - «• P^/Ou-Wn, and * 

S^nThS SSUr ** * • b0, *« « *■ — -*»> «ton a. thlrt, 

penalty ana. prev nt an offensive player from getting into the 

Saw?* «t » a ™ *-* 

was U^^K^^^ 8 ^. 

there haa been a^aat; XaLTiJ*' T* 01 receiver if 

*• «nn«ttog ^eCl^k^^^?*. S? * «• Into 
touch the ground lour ttaee. ™ CMa * wn « • hand or knee or both 

Placed on the Daaale Bar? runMr how amen weight they want 

*»» the r«nn« wffl ^ to cro» o«r the Ml*, through Into the «f. 

^•tfSlh. .^Sal th.'acttSn' S^n"" 1 ■»•*«*> the tar and the 
the connection tone. actton to b *« ln ««un once a runner reaehee 

fto-ttguih in order to^orfor'.l£ l ?t?S £".«£' *» *• 
aafefr croee over totoSto ea*T»» ^ for ™nner to 

d. If Subtract a we3nt>«ea S»« 25??* ttat ■?? *•"» added tn the bar" 
•topped and the nftnl X^i < »*ffi&^^*>» •*■> * 
awarded the runner's *P" *• *»• One point la then 

the DexsloBarT^ ** *™ ry Mmc « <* weight, that waa token troT 



S*4e* m^nd She runne?^?^^ »*" the igna te proceed 
process. ™mer naa thirty eeconda to complete the lifting 

idv^u^tolrtto^tsLS"? •»•■■"- *.t 

j^ttif^g^"* «° "change. The exdung. „ 
fereenns for a fuuaoond wS£ 7££^L i * u 2 gtm ft* hands and 



^^5n n ^ M X» to th2 , ^^ , J? B 55 1 » «°» beCOSI., th. 

Games art aa follows: 

^^^^•d Indoors a maximum of no more than 3 (tbne) teams can 

b. Than sapandlne on the 2£t»et; dart ? ut • • „ 

ones th. ungtai spin, th. £5? (brTaSm.^tr? W " 10 *• «««« 
S^^tWPnONM, MAY) Each turn rH^s dEics. to plac. 11 atanr. 
"rtajad with Ouaattoeuons. The first qualifier counted twVX. S?^ 
ascend - three slots, the third - four Li ^i SHrVT^Z eiote, the 
e. After the ffieBfytaoWeEhtto 2dod£d^i£! •»"*"•-•• «» eplece. 
f" Pay. tuTKiSordSnci SS^itooSd^.^h^Sf Si *» 

hifrectlonTttjanSi S«S»^J?^S? th tJ «»taln eleo Incure en 

b. ThrS^.. n Sa^^ < S Z^SiVZSS'^SSr'- 

'^•wwassr ass. 

« ta^^^W 1 - be announce 
«o right lnto^uattfytag. ^ 9 ■* « h » t «»•• «ter the die toss, teams wffi 

^eam^for?, "3Sft^J?tt& d *» *5» »««• for 
a playeTendSat iKsFJm St^^Si*^ ""LV") «Hlldn«fy 
™" w,u * nMr onto the luting pad, pick up th bar and 



within 15 seconds qualify and then hand the bar to official At wMrh 

me referee will place the bar or have the bar ptoSe fBS onto ttSlfSj' 

conlue^t^o^g^ ****** ^ the player does not 

fd^S* Sit XS? ^ 90 te J 00 P8mWm When e player is 
Wentified, that player prepares to enter the Penalties area, SSnthi einek 
eterts. Players enter the eide in front of the Penalttes^an^Thf SSSL 

&tt£«2ffiSL& ™? PtayV^l^esTepa^S^ 
via we exit and enters the Qualifying and Re ouallfyina Ama Thar* iZmi^m 
perform any athletic event(e) heeded which ^pSTS^lk^^ 

g, Upon finishing that event, the player will leevethe field thwuoh th. 
PjnaWes enbance and exit this area7vta the sTto^s^ontrfSe 

h. if a player fails to follow any of the entering or txitina nro^,,™. 
during the qualifying, a third oWse^c^^tSr^'JTJSS?*' 
judging slote; reducing the mJS^ZSi of^k^whf ca??lav on 
the violating team, down to ten. (OPTIONAL PLAY OVER] ]] P 7 011 

RULE 11 * After Qualifying if applicable, the action beoina Tnm. m m „« 
around the outer circle and wait for the ump^/^aptette Deadl^nES- 

SSL* ff&MjSy^^ 

h whS F"? ♦,..? ft r ffnated •P !nn » r ' Side out or Face off. 
h^^^^*f!ft5L ptoylng ' teams 1-11 chan *> Penalties area after the 
12£if2?LI??J? , 5? two w tMm8 Paying, everyone will use theTanuT 
Penalties area and then change at the half. 

^sS'S^tSlui;. 3 ^ ™* One - 1 minute time out and two 

RULE 12 * The game consist of two equal halves of 42 minutes that «*» 

andtte other Is the segment clock. ^ CWCK 

e. The daszle dock keeps track of time in a half and atooa oniv tnr 

th? 4^ ^m^^^^J\ pn ? 1 2 rnB b - **• MM clock keopstraek of 
«SJL,i^ 25.^1 !, te ? B> . ha * 5 dovms to »core within, but does not taclude 

e^altowed?* ** 8 Ptapwr cr0S8M toto the safe aone then, the lift is 

minute. oTJhTteSe dodr* SS^XSJS?? °?? 1 2 t te ^ b * P 1 *** 15 
S»^Ini« c T ck «. Por Side-Out end Deslgnated-Splnner a die toss 

f Iffi.Sl** 1 *' ^ can be used to start the pertoSu 
Suf2S 2S?^ S **** • time out or during a penalty aituatlon. 

But no team can play more players than they have qualified for slota^ 
LTJT^^I?? game muet walt at^t one plaTbX^re wtering a 
""ft?* U 8 P 1 *^ to leave the game because of feilura to Mv^»L 
or faflure to re qualify, then that playsT cSSot^tornto^ B S2 

dam«?S?t ? ca * tBto «« Irt^offldals k^when a eSSitutlon la 
desired but, any player can ask for a time out. 18 
J. Only coaches and captains are allowed to talk to th umplr and referee. 

5}f^ "*Jf. •*"»*■■ * epin blocked or pinned 3 times during a segment, 
that team will neve to take to the defense, in all formate of Dasate except 



b. For Face off, Sgr a pto»£^£l5! y " t "™ ln *<"S. exceptta nLntr 
drcto before re entering to the SSer <£SL' SV 1 "*" ■«<«» exit to thT uter 

^^^ISr&^^^^-ttta runner) to not .Bowed to 
*Nta7to 5SL M . t ?£ **• POtot *«tat? 

«m an at their tun* and S^JSSi' J^"^ only while their 
22£L A 400 can laaviXeirfwt JitM? '* X» «t a 45 degree 

rjwae .IterT^i^SSaSi dLf? Si?* * «■ « far ptoy to 
offeneive teem Su n^SSrJrS.' . th * r * ere no Intraettau £ p 7 

gta«fag. * "^ta^a&tf/^*- "» M^SSSlndtaa. ptoy 
b. Once the referee ttnTZaS?£. • ^to* <* same end a tone of S^J y 
teem can »o»e^ S^^^Tt* S? "» "Xl>SS*eiSi no 
f*fcr one aewn. B " poa "" * *oletor wffl be eent Tto ttepSStS, 

fptaatr or any the mounttoffdurIn« l^fj 0 ^' d - u nmnere touch the 
■^tjf an ottonafSTtoSr **• *» * "conde, befor iSSmentto 



offensive player*. 

"J^^^K^ S&S?*- acting the 
or use five letter EdwppSri ml fc^SrtJSP 1 •P* a • word beekwerL 
athleticism la tocluded^ViS^d^f^^ a P 8 ? 11 "■«•• * 
feconde. The die toss wtanex ^nSSesTehrii £S? plB! i° 5 P^-upo within 3 
to Dazzle, unless alreedTpredSS^ * *• avowing level * 

S2 I 5 5 for «ddy Dazzle 

u2 I £ S^'SSL""*! for IntermediSeDazzle 

vZ I 2 u EST 22? PWoMtowa Dazzle 
use 6 to 12 letter words for Super Dazzle 

c^ShS?. K^ontt'M ■* by 2 for 

S SS ^^^^tff^^ '"ivitiee or the 
to b^JK: ^^wor£u^W be able 

to the Internet ort£ \£Sest SrS^?^* 1 ^- ™» ■■■■ that going 
parmittad. And_jinjtoLno^,miSSl to otaes to v 0 *** • word will notba 

•ame contest. a nor can words be ueed twieeintSr 

thOM letters. The llMt. tre^Tfc^^^"' to »»)»-up word, using 

2d"4i1Si SSSTflfi 26 SbS^^A. 1 * 0 *" 1 "" 1 " " to 21 
display. 21 to 26 elphebets. Th««a tetters win be on 

Hul f " duUanou 

pleyerehWam, ioS£S*2*j£?£ 9 * *» «P**> or my of th«ir 

«PWn why they otaomTw^ « L2f SE? ?tf eontani1 " «* cortoct re 

«cttenery Information or method ofcS«^Zv!i ^?!f? ^ l6 » | t « the 
*m rule on the luue. cucutaHon(«) tint U being presented end 

I. 1 minute. If the ruling le In 

playing time, they also t^M¥^^S!L^r aaaition to losing 2 minutes of 
half . u the chSoe?ra25L^ J^? 9 podtlon the remainder of tha 

th^^rpStwr. raKMuSr 

arc 
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player will be ejected from th game. (OPTIONAL PLAY OVER]]] 
PENALTIES 

There are two type of Infractions, the minor Infraction which generally 
carrlei a penalty ranging from the detainment of a player to the loss of 
downs and the serious Infraction, which can range from free Ufts and spins 
to some type of election from the game. 
These are the penalties. 

PENALTY 01 - Player(s) name Is not recorded prior to the start of game - 
lost of that player. 

PENALTY 02 - Player(s) shouting obscenities or making outrageous comments 
to referee - player sits out one segment; second time player is elected 
PENALTY 03 - Player(s) fighting - automatic ejection. 
PENALTY 04 - Player(s) use of Improper equipment - automatic ejection. 
PENALTY OS - negal offense - no offensive player on the line of play or 
more then 5 offensive players on field et the same time, offensive player 
within the toner circle for more then 3 (three) seconds without touching 
Dazzle Board - offense loses one down; on inside - player(s) barred from 
Inner circle for remainder of play. PENALTY 06 - Personal foul - covers 
illegal use of the hands, Illegal blocks, clinched fist or Illegal picks and 
fouling the spinner - constitutes a free spin. If Designated spinner or Side 
out in straight scoring offense has choice of man running around outside of 
the toner circle line once end then attempting a free spin within e 4 (four) 
second period of time or attempting to complete e spin against two defenders 
within 4 (four) seconds. If Face off in straight scoring offense has 4 (four) 
seconds for e runner against two defenders to cross into the safe zone from 
the follow through. On Inside, free hft of bar as is for 2 (two) points. 
PENALTY 07 - Technical foul - covers unsportsmanlike conduct, constitutes a 
free spin, a free lift and possession of the Dazzle Board. If straight scoring 
receiver team runs a man around outside of the inner circle line once within 4 
(four) seconds end then attempts a free spin, then offensive possession. On 
inside, free spin for Uft, free hft end offensive possession. 
PENALTY 08 - Illegal defense - more than 5 defensive players on field at a 
time, offense get option of restarting segment clock or 1 (one) additional 
down. On inside, option of restarting segment clock or removing 1 (one) 
defensive player for remainder of offensive possession. 
PENALTY 09 - Player out-of-order, Incorrect player up to spin - loss of one 
minute playing time. 

PENALTY 10 - Off Side by defense - offense receives 1 extra down; Off side 
by offense - offense loses 1 down. On inside, N/A. 

11. Player(s) use of mech a n i c a l mechanisms to enhance lift - team forfeits 
contest. 

12. Team calls time out without any during run - 1 (one) down taken if 
offense or 1 (one) down given if defense. If during Board play, coach 
leaves playing area for 2 segments, other offenss(s), coach leaves for 
remainder of half. 

13. Delay of game, too much time in the inner circle - player confined to 
outer circle for rest of segment. 

14. If player breaks outer circle confinement- player sent to Penalties area 
for C08t of 06{fin6nt« 

15. Coach on the Dazzle field, 1" offense - warning from official; 2" offense - 
captain waits out rest of segment in Penalties area. 

16. unauthorized use of dictionary or calculator - player ejected from game; 
second offense - team loses challenges and or 2 qualifying slots for rest of 



tSJEi ^Zm^U^S^Sl f* «* Mb out 

*». .as.* « ■ th. 

eecond offense - plaw i? rt^PJEL! u i two 88 ^ inent 8 In Penalties area- 
•warded. SltatffiSoZ^^ and mi, 

outside of the toner drSrSne one? and ^tSL^""^ 9 
iJV* sec<md of toe. ^ attw »ttng a free spin within a 

Msk &rss !xrw?* 

•rea. pla y»* watte out segment In Penalties 

20. Holding Ion jar tte 2 J^,*^ 1 *^** 1 - On hWd., N/A. 
« mm* , ~<»d offanaa, i&TX^tfrJr.T 4 

On JnaldY, 53u ' Rua *• 4 * ,n » 4 * *• *** m5° 
^T^J^S ^JM^^ ta 

* Mffwnt In th. pSlSSlrS^ <rffleW * *^ " P^W wlU wait out i».t 

j&! amm 

nUrH^. t0Ueh " « -run M. On ' 

& 1 n^ / A^^ to ^^»^^*P>V- 1 »«oron.«own. 
a^^W^^Wn.dl-dM-.^^^,,,, 

fcr the runlndar if th. eaiaoo. 3 oft * nM ' Ptay« will ba auapendad 

Rata** Signals 

Jigy-. »» — m to ^ . ^ ^ ^ ^ ^ ^ 

D ISIS S5 5 hKProptt Dud. Efulpmant; 

£• P !?Z*F n*" 88 not recorded and 

0. certain violations of the serious Infractions. 

*• ^ arm extended out In clinched flat hZ.uS v 

weight «nwwa ast, Dack and forth - player waging a 



MS" ** • ""^ mm mm „ , 

ftctojtojjj^*' ""«»• hoMa right urn straight up In a clinched flat 

»«. nana not Mooted . ^ b ° 4y ' * • houM « 

17. use of improper e«itom~* ™ teff twlca to 

18. calUnff tin* «,,*■ .../ ^ 8B0t down 0X1 the 

*v. restart the dazzle clock - rrf^T rt P«*t thle motion 

25. lift valid - rioht «™ acta9 Mrth 

JgWng bX th.X ofthTSc.^'S tJfZST to fiat 

JHft not valid - ^ " 00BM ° W etoew »» «*»»t 

# h eha£TLL 25 ^ ^ - ohnchin, 



29. challenaer Iojuw - X** «L* tte n* 0 * 1,1 * clinched flat 

height w/ ctachei f£tea If JuS3T?!L ^* * brouoht up ahoulilar 

•at and " «• una « play, prior to the runner or a player being 

out about •hmOdtt^aht to^J2r,?ii5 rm v W/1, ? >d open can be attended 

welat high, ontoft SS^S SS^JTJS""^ 0 !»"» open wffl b. about 
tha ftaioWtog™ 0,57 md ««bt flat In toft pata;l£wa 

A. holding; 

B. late hita and 

^SfnT- t^/" 9 ^ inner circle. 

WA!ftW5 SI *S^£ "tending one 

and other Angara clinched toe fl^.^^ 80(1 w/ore Pointing out 

36.* SSAttS ™ ? °£?£ "!f* "*» -no epin.« 

SfJfclMS* " *■* 800 ^ ^ « the aide and wind, 
ggh^^^^^ther^ fl^tof official about ehoulder 
39. interception of h*nA ~!Jr^ J * I00t *»• body. 

«t hand turned inward with nalnu ^X«iS2L ^ from 406 ^dy with and 

EST ^^A'^^T.'WSit 

«: X 5 ^XyJ£?to5£ » rac.pt.on. 
m an going to maliTatoaSnS^SSf*? " p v rtgbt alda of body eatf 

atoiTShl'Sf MtttBa «° "oatvatha tun 



